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Triseum Pilot: Future Classroom Scenario 

Title of the scenario: 

New strategic planning towards art history learning - ARTé: Mecenas  

  

Names of  author(s) 

Alberto Figueiredo  

  

 

Relevant Trend/s  

 

Write the trend(s) or trends the Scenario is intended to respond to. 

e.g. http://www.allourideas.org/trendiez/results  

- Students must be actively engaged in the game. 

- The experience’s goal is to bring the students closer to their characters of the game, having 

fun in the process. 

- The experience has to have a logic sequence of events. 

- Decision-making development (choice based on knowledge); research using technology.  

- Conventional video games should be the gateway to educational games’ learning. That is 

why educational games should be interesting to the students with a new approach.  

- Entertainment that helps to acquire more knowledge and self-confidence in several different 

ways. 

- Game problem solving with levels to be reached by students with different levels of 

knowledge. 

- Developing the spirit of collaboration between pairs (both boys and girls).  

- Flipped classroom. 

- Lifelong learning.  

   

Learning Objectives and Assessment 

 

What are the main objectives? What skills will the learner develop and demonstrate within the scenario? (e.g. 

21st Century Sk ills).  How will the progress in achievement be assessed, ensuring the learner has access to 

information on their progress so they can improve?  

- Contextualization about several matters (political, economic, religious, cultural and moral 

values) of the Renaissance   

- Develop strategic skills and make the best choices. 

- Learn how to negotiate and be a diplomat. 

- Motivate the students through all levels of the game, teaching them to accept failure, losses 

and mistakes. 

- Respect needs and expectations of the students. 

- Develop digital skills. 

- Ask  students about their difficulties and wishes to understand them more, using dialogue.  

- Assessment on all levels of the game. 

  

Learner’s Role        

 

http://www.allourideas.org/trendiez/results
http://www.allourideas.org/trendiez/results
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What sort of activities will the learner be involved in?  

- Activity role: negotiation, diplomacy, decision making, develop confidence through mistakes 

(trying and starting again from the beginning self-reflection, self-evaluation, decision 

empowerment. 

- Discussion between pairs. 

- Students assessment; individual and with the pairs. 

- Team collaboration by technological means. 

- Self-evaluation. 

  

Tools and Resources 

 

What resources, particularly technologies, will be required?  

- Games: ARTé:Mecenas available.  

- The registration form at Triseum platform  

- Previous game based learning experiences 

- Bibliography - research at library. 

- Research on Internet 

- Collaboration tools. 

- Different tools/strategic ways to play the game. 

- Example of quiz (in Portuguese) to be answered by students with related concepts: 

https://goo.gl/forms/tX5e5463SKjflXgT2  

- Extra material: Author’s report after participating his school in the project Triseum Pilot. 

https://goo.gl/z3u6RZ  

  

Learning space 

 

Where will the learning take place e.g. school classroom, local library, museum, outdoors, in an online space?   

- School classroom in group/pairs  

- Future Classroom Lab - the students play the game individually 

- Individual homework  

- Play at home individually 

- School library  

  

  

Future Classroom Scenario Narrative 

Describe the main ideas of the scenario.  

This scenario is built to motivate students to learn the context/Art of Renaissance, bring a new 

approach to the study of this period: religion, culture, trade, art and politics of the polis; helps 

to think in new meanings of old ideas about Man and Mankind (in the past/nowadays).  

The activities will also help them how to use money and basic concepts of economy as how to 

be a banker, to improve their self-economy, etc. 

To do that, first of all, the students will put in practice a discussion in pairs about what they 

know about Renaissance. Subsequently, in pairs, students will discuss about what they have 

learnt about the Renaissance. The students answered individual quizzes in groups, writing the 

main ideas about their experience (what they learnt and difficulties they came across) and 

https://goo.gl/forms/tX5e5463SKjflXgT2
https://goo.gl/z3u6RZ
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playing the game. During the game’s multiple steps, the students will need to make choices 

about various raw materials such as, aluminium and wool. They will do some research about 

the institutions to support, namely, the church, keeping their “soul”, and  the city’s government, 

preserving their “reputation”. Finally, students do a quiz about Renaissance Art. Students 

research for additional/general information in different ways. They write an article about the 

game experience for History magazine, which isa school publication. 

Teacher involved in the project spread it to the school community (probably on the press too) 

about game-learning and innovation in education. 

Going forward, the main question the students will try to answer themselves: What did we learn 
playing this game, which ideas and concepts are useful when learning History and aboutdaily 
life? 

  

Learning Activities 

Link to the Learning Activities created with Learning Designer (http://learningdesigner.org) 

https://v.gd/pi2B5U 

 

This Future Classroom Scenario has been developed as part of the Triseum Pilot project. Find 
more Future Classroom Scenarios in the Future Classroom Lab website 
(http://fcl.eun.org/directory) and learn how to create your own scenarios by using the Future 
Classroom Toolkit (http://fcl.eun.org/toolkit). 
 
 

This work is licensed under a Creative Commons Attribution-ShareAlike 4.0 
International License 
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